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Microzine® a Computer Learning Library on a Disk™ 


On this disk: 


The Haunted Channels 


The villainous U.H.F. (Ugly Horrible Fiend) wants to pull 
everyone inside their TV sets and imprison them forever. 
Only you can stop him! You must travel from channel to 
channel, meeting ghosts, monsters, and stars from old 
reruns. All of the decisions, and risks, are yours in this inter- 
active adventure. 


NewsPrint 

Microzine proudly announces its Desktop Publishing series 
of programs with this first feature. You can write, edit and 
save articles. Then lay them out with included graphics, and 
print your newspaper. “NewsPrint” is on a separate disk 
that you may copy and share. 


Math Mall 


Aliens love pets, too, and you will help them buy feesh, 
woofers, buh-ughs, and other bizarre creatures. Use your 
math skills to fill each customer's order by choosing pets 
that have the correct number of body parts. The more your 
math skills improve, the more they will be tested! 


Monitor Mystery 

Someone or something is sending secret messages from the 
Bijou Theater. Who is the spy? Use your magnifying glass to 
examine every detail. Then answer a series of questions to 
determine if you know the solution to “Flimflam at the 
Flicks.” 


Learning Opportunities: Reading for detail and compre- 
hension, creative writing, math skills, deductive reason- 
ing, art and design, computer literacy. 
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Dear Educator, 


We created this Guide especially for you, to assist you in fully integrating 
Microzine and Microzine Jr. into your curriculum. The Guide is divided into three 
sections: 


i Curriculum Index 


A List of Microzine & Microzine Jr. Programs by 

Curriculum Area 

Use this section to find Microzine and Microzine Jr. programs by curriculum 
area. For example, you would go to this section to find every Microzine Jr. 
program that reinforces math skills. The issue number in which each 
program appears follows the program title. 


Issue Index 


A Description of Microzine & Microzine Jr. Programs by Issue 
Use this section to read descriptions of each program. The curriculum 
areas and skills addressed in the program are highlighted. 


Program Index 


An Index of each Microzine and Microzine Jr. Program 

Use this index to learn the issue number in which a program appeared. 
For example, if you wanted to learn more about “Roundup,” look in the 

index, and turn to the issue listed. The content and curriculum areas of 
“Roundup” are described on that page. 


Microzine and Microzine Jr. provide a wealth of learning opportunities in every 
curriculum area. We hope this Guide will help you find the specific programs that 
will keep your students actively and enthusiastically learning throughout the year. 


Sincerely, 


Amy E. McKinley 
Editorial Director 


Menozé 


Curriculum Index | 


A List of Microzine & Microzine Jr. Programs by Curriculum Area 


Use this section to find Microzine and Microzine Jr. programs by curriculum area. 
For example, you would go to this section to find every Microzine Jr. program 
that reinforces math skills. The issue number in which each program appears 
follows the program title. The Microzine Jr. curriculum areas begin on page 9. 


Critical Thinking Issue 
Adventures in the Microzone, Twistaplot A 
BASIC os 17 
Big Nap, The, Twistaplot 9 
Brain Drain, Twistaplot 7 
Captains of the China Trade, The, Twistaplot 24 
City Blocks 7 
Constellation Odyssey, Twistaplot 27 
Contraptions 30 
Cosmic Heroes, Twistaplot 25 
Dark Tower, The, Twistaplot 11 
Double Vision 30 
Dr. Maxwell’s Molecule Magic 24 
Escape From ANTcatraz, Twistaplot 23 
Fabulous Kids 21 
Fences be) 
Fossils Alive!, Twistaplot 6 
Funhouse Caper, The, Twistaplot 14 
Game Plan 31 
Haunted Channels, The, Twistaplot 22 
Haunted House, Twistaplot | 1 
Heroes & Villains 20 
History Mystery, Twistaplot 18 
Interactions 20 
Keyboarding 15 
Learning Machine, The 25,21 
Light on Target 29 
Malice in Wonderland, Twistaplot 19 
Marvelous Menagerie 17 
MicroAgent of the Body Guard, Twistaplot 17 
Monitor Mystery 20-24, 27, 31 
Mystery at Pinecrest Manor, Twistaplot 3 
Myths of Olympus, The, Twistaplot 29 
Northwoods Adventure, Twistaplot 2 
Picture This 25, 26, 28, 29 
Pirates of the Soft Seas, Twistaplot 5 
Puzzler 14 
Quest for the Pole, Twistaplot 28 
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Issue 
Rebus Maker 27 
Robot Rescue, Twistaplot 21 
Rose & Calumny 18 
Roundu 15 
Secret Coder a 
Secret of the Sphinx, The 13 
Shifty Shapes 16 
Shot Heard ‘Round the World, The, Twistaplot 10 
Sound Lab 28 
T-Shirt Puzzles 12 
139 3 
Tickets to America, Twistaplot | eee 5 
Toward the North Star, Twistaplot 7 a 

raps 

Trevpler's Guide to Fantastic Places, A 16 
2088: An Oval Office Odyssey, Twistaplot 15 
Volcanic Voyager, Twistaplot 31 
Voyage to See What’s on the Bottom, Twistaplot 20 
Wagons West, Twistaplot 12 
Wizard of Darkling Wood, The, Twistaplot 26 
Zazoo Come Home, Twistaplot 8 
Fine Arts 
Animation Lab 19 
Cartoon Maker 7 7 14 
City Blocks rf 
Drawing Board 8 
Keyboarding 15 
Melody Maker 2 
Poster 1 
Poster Maker 30 
Screen Artist 29 
Math 
Budget Maker 9 
Estimator 15, 19 
Log-It! 4 
Malice in Wonderland, Twistaplot 19 
Math Mall 22, 23, 26 
Rose & Calumny 18 
Roundup 15 
ScholastiCalc 18 
ShiftyShapes | 16 
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Programming Issue 
Amazing Robot | 3 
Amazing Robot Il 5 
BASIC Training 17 
Poster 1 
Reading 

Adventures in the Microzone, Twistaplot a, 
Ask Me 1,4 
Back Page 7-13 
Big Nap, The, Twistaplot 9 
Bookstore , 3 
Brain Drain, Twistaplot ZL 
Captains of the China Trade, The, Twistaplot 24 
Constellation ee Ha Twistaplot yas 
Cosmic Heroes, Twistaplot 25 
Dark Tower, The, Twistaplot 11 
Escape FromANtTcatraz, Twistaplot 23 
Fabulous Kids 21 
Fossils Alive!, Twistaplot 6 
Free Store 6 
Frog and the Fables, The, Twistaplot 13 
Funhouse Caper, The, Twistaplot 14 
Haunted Channels, The, Twistaplot 22 
Haunted House, Twistaplot 1 
Heroes & Villains 20 
History oyster’, Twistaplot 18 
Inventors and Inventions 14 
Malice in Wonderland, Twistaplot 19 
Marvelous Menagerie 17 
Micro-Toon 12 
MicroAgent of the Body Guard, Twistaplot 17 
Monitor Mystery | 20-24, 27, 31 
Mystery at Pinecrest Manor, Twistaplot 3 
Myths of Olympus, The, Twistaplot 29 
Northwoods Adventure, Twistaplot 2 
Pirates of the Soft Seas, Twistaplot : 7 5 
Quest for the Pole, Twistaplot 28 
Robot Rescue, Twistaplot 21 
Secret of the Sphinx, The 13 
Shot Heard ‘Round the World, The, Twistaplot 10 
Tickets to America, Twistaplot 16 
Toward the North Star, Twistaplot : 30 
Traveler's Guide to Fantastic Places, A 7 16 


Newozs 


Curriculum Index 


Reading (continued) 
2088: An Oval Office Odyssey, Twistaplot 
Volcanic Voyager, Twistaplot 


Voyage to See What’s on the Bottom, Twistaplot 


Wagons West, Twistaplot 

Who’s Who in Outer Space | 
Wizard of Darkling Wood, The, Twistaplot 
Word Ladder 

Zazoo Come Home, Twistaplot 


Science ; 
Constellation Odyssey, Twistaplot 
Cosmic Heroes, Twistaplot 

Dr. Maxwell’s Molecule Magic 

_ Escape From ANTcatraz, Twistaplot 
Interactions 

Inventors and Inventions 

Learning Machine, The 

Light on Target 

Marvelous Menagerie 

MicroAgent of the Body Guard, Twistaplot 
Ride the Wind 

Sailin 

Solar Pilot 

Sound Lab 

Sound Off! 

Traveler's Guide to Fantastic Places, A 
Volcanic Voyager, Twistaplot 

Who’s Who in Outer Space 


Social Studies/History 

Calendar 

Captains of the China Trade, The, Twistaplot 
Double Vision 

Free Store 

History Mystery, Twistaplot 

Inventors and Inventions 

Olympic News 

Quest for the Pole, Twistaplot 

Shot Heard ‘Round the World, The, Twistaplot 
Survey Taker 

Tickets to America, Twistaplot 

Toward the North Star, Twistaplot 

2088: An Oval Office Odyssey, Twistaplot 
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Curriculum Index 


Social Studies/History (continued) Issue 
Wagons West, Twistaplot 12 
Who’s Who in Outer Space 13 
Writing 

Banner Maker 24 
Billboard 10 
Blueprint Maker 25 
Calendar 19 
Cartoon Maker 14 
Congratulations! 26 
Fill in the Blanks 21 
Greetings! 23 
Letter Writer 18 
Log-it! 4 
Ne eE AP Or Maker 12 
NewsPrint 22 
Poster Maker 29 
Presenting! | 31 
Puzzler 14 
Quizzler : 9 
Rebus Maker | 27 
Secret Coder 11 
Secret Files 1 
Secret Journal 8 
Stationery Maker 28 
Sticker Factory 11 
Story Teller 5 


Hitz ino Te 


Curriculum Index 


Critical Thinking 

Board Silly 

Crickety Manor, Twistaplot 
Eye Spy 

Fuzzy to Focused 

Going aoue 

Great Frankfurter, The, Twistaplot 
Jigsaw Puzzler 

Micro Mystery 

Safari!, Twistaplot 

Talk to B.E.R. 

Where Is Pi y?, Twistaplot 
Your Town, Twistaplot 
Zoostorm, Twistaplot 


Fine Arts 
Going Dotty 
Mask Maker 


Math 

le eat 
Graph Maker 
Math Ani-Mall 


Laan f 

Crickety Manor, Twistaplot 
Great Frankfurter, The, Twistaplot 
Micro Mystery 

Safari!, Twistaplot 

Storybook Maker 

Where Is Piggy?, Twistaplot 
Your Town, Twistaplot 
Zoostorm, Twistaplot 


Science 

Safari!, Twistaplot 
Something Fist cen 
Talk to B 

Video ie 


Social Studies/History 
Your Town, Twistaplot 


Writing 
Storybook Maker 


Issue 
5 


2 
Charter, 1, 4 
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Issue Index | 


A Description of Microzine & Microzine Jr. Programs by Issue 


Use this section to read the descriptions of each program. The curriculum areas 
and skills addressed in the program are highlighted. 


Issue 1 


Haunted House 

This language arts Twistaplot adventure finds the student in a haunted house 
peopled by the wise-cracking Murray the Ghost and the evil Nilvail. The outcome 
of the story is determined by the choices the student makes. 


Secret Files 

This program introduces students to the concept of databases, as they create 

an electronic file of cards, filed alphabetically or numerically. Students can search 
through the cards. This program builds language arts and problem-solving 
skills. 


Poster | 

Students use their cursor as a paintbrush to create colorful posters in this art & 
design program. Using a simple programming language, students choose from 
a palette of 16 colors and the sound they want the brush to make as it draws their 
poster. 


Ask Me 

This computerized interview introduces students to actor Robert MacNaughton, of 
“E.T.” fame. Students select sentence fragments to construct questions to ask the 
actor, building language arts skills and computer literacy. Robert asks students 
a question or two as well! | 


Issue 2 


Northwoods Adventure 
In this Twistaplot adventure students read for detail and comprehension as they 
go on acamping trip to Minnesota’s Northwoods. 


Melody Maker 
This program allows students to create music with notes, colors, or shapes. 


Students will be introduced to elementary principles of music and math as they 
create their own compositions or alter the melodies provided in the Student 
Handbook. 
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Issue 2 (continued) 


Ride the Wind 
This simulation of a hot-air balloon race challenges students to form hypotheses 
and make predictions as they race against each other or the computer. The 

scientific principles of how hot-air balloons fly are included in a mini-tutorial. 


Word Ladder 
Students’ vocabularies will be tested and enriched by playing this challenging 
word game. Students must construct word ladders of varying lengths by 

changing words one letter at a time. 


Issue 3 


Mystery at Pinecrest Manor | 
This Twistaplot adventure casts students in the role of amateur sleuths as they 
read for detail and comprehension to find the missing Egyptian statue. Their 
map skills will also be tested as they check each room in Pinecrest Manor, read 
the database of interviews with each suspect, and use their skills of inference 
and deduction to catch the thief. 


Amazing Robot 

Students will program the amazing robot through tricky mazes using a simple 
LOGO-like programming language. Students can save their routines on a data 
disk and edit them. 


Bookstore 
This program is a database of 200 books. Students can browse through the 

database by title, author, or other categories and read plot descriptions while 
they are introduced to the concept of managing information in a database. 


Tag 
This computerized version of tag tests students’ strategy skills as they press 
keys to avoid an electronic net. 


Adventures in the Microzone 
In this language arts Twistaplot adventure, students suddenly find themselves 
two inches tall. They are confronted with such obstacles as their pet cat and a 
pile of laundry that test their problem-solving skills. 
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Issue 4 


Log-It! 

This math and problem-solving program allows students to keep track of all the 
numerical data in their lives: grades, allowances, team scores, and more. The 
program will total and average the data the student enters. 


Ask Me: Tom Snyder 

This computerized interview introduces students to computer game designer 
Tom Snyder. Students select sentence fragments to construct questions to ask 
the designer, building language arts skills and computer literacy. Tom asks 
students a question or two as well! 


Traps 
This problem-solving program encourages students to work cooperatively to trap 
the Green Meanies. Cooperation increases their score. 


Issue 5 


Pirates of the Soft Seas 

This problem-solving Twistaplot adventure finds the student matching wits with 
some bumbling pirates on a Caribbean island. Students solve riddles, rebuses 
and math puzzles to locate buried treasure. 


Story Teller 
This word/picture processor makes writing stories easy and fun. Students may 
also arrange drawing pieces to make pictures to illustrate their stories. Stories 
may be saved on a data disk, edited, and printed. 


Amazing Robot IL 

Students will learn the basics of programming using this LOGO-like language. 
Programming simple commands will make the amazing robot move through 
mazes and draw colorful pictures. 


Fences 


This logic and strategy program may be played against an opponent or the 
computer. Students compete to claim the greatest number of squares by “fencing” 
the squares in. 
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Issue 6 — 


Fossils Alive! 

This language arts Twistaplot adventure sends the student back to prehistoric 
times. By reading for detail and comprehension and using problem-solving 
skills, students choose which items to bring on their adventure and make decisions 
that affect the story's outcome. 7 


Olympic News 
This electronic newspaper allows students to read all about the history of the 
Olympics and some of the great athletes of the past. Students may add their own 


information and update old records, building writing skills. The Olympic trivia quiz 
is as educational as it is fun. 


Free Store 

This database of free, or almost free, mail-order items will intrigue students and 
encourage their writing skills as they send for brochures, historical booklets and 
other items. (Note: this database was written in 1984, and not all items listed may 
still be available.) 


Sound Off 7 

Students expand their creativity as they arrange, save, edit and play lists of 
sounds, chosen from the 40 sound effects. The sounds may be used to enhance 
oral reports, or dramatized readings that students have written. 


Issue 7 
Brain Drain 


This science-fiction Twistaplot pits the student against the villain Pnowo-Ledge. 
Students must read for detail and comprehension as they search the galaxy for 
the answers to eight puzzles that will release a kidnapped scientist held on the 
planet Octloch. If students are successful they will graduate from Moon Scout to 
Star Scout. 


Survey Taker 
This utility program allows students to make surveys and display the results in table 
and bar graph form. The questions may be multiple choice, true-false or open- 


ended. “Survey Taker” enhances students’ writing, math, and social studies 
skills. 
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Issue 7 (continued) 
City Blocks 


This art & design program stars an animated construction worker. Students direct 
the worker to pick up shapes of buildings, cars, trees, clouds, and more, and 
arrange them to create a city scene. Students may also edit the form and color of 
each shape. A print option is included. 


Back Page 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 


Issue 8 


Zazoo Come Home 
This language arts Twistaplot adventure begins with the theft of the short story 
written for a school assignment. Anwee, the Evil Dullard, is the thief, and students 
must adventure through storybook land to retrieve the story. Using the cloze 
reading technique, the student completes the partially erased story, rescues a 
character named Zazoo, and saves the day. 


Secret Journal 

This writing tool allows students to turn their computer into an electronic diary, 
locking away their entries with a secret password. Students may choose to free- 
write, or to use one of many sentence starters to help them start writing. Journal 
entries from such writers as Beatrix Potter, Anne Frank, and Lewis and Clark are 
included as inspiration. 


Drawing Board 

Students create beautiful computer graphics with this drawing tool. They choose 
from a palette of 16 colors and several brush styles. The program allows students 
to draw boxes, lines, circles, and to fill the shapes with color, or to free draw. 
Pictures may be saved, edited, and printed. 


Back Page 


This language arts program is a collection of programs: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 
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Issue 9 


The Big Nap 
Tex Cody, the computer cowboy, has been kidnapped. Students assist hard-boiled 
private-eye Rusty Rayburn on the case. Students read for detail to collect clues, 

and translate private-eye lingo to crack this Twistaplot mystery. 


Budget Maker 
This math program allows students to keep a running balance sheet of one or more 
budgets, organizing them alphabetically, by date or by amount. Students may 

write brief descriptions of each entry, and then choose to print their budgets with or 
without the descriptions, or to print selected entries from their budgets. 


Quizzler 
This language arts and math program allows students to make and take quizzes. 
There are several Microzine quizzes included, with three levels of difficulty. Quiz 

scores may be saved on a data disk and displayed on a bar graph. 


Back Page 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 


Issue 10 | 


The Shot Heard ‘Round the World 
This historical Twistaplot adventure is set in the Boston area during the battles of 
Lexington and Concord at the beginning of the Revolutionary War. Students learn 
about actual events as they join Paul Revere’s network of spies to deliver secret 
messages and hide supplies. Students will also read maps and decode 
messages using sequencing skills. 


Sailing : 
In this simulation of a sailboat race, the student competes against a friend, the 
computer or the clock. Students will be introduced to the science of sailing, 
learning how wind direction and speed affect steering, as well as learning about 
different types of sails and sailing terminology. 


Billboard 


This utility turns the monitor into an electronic billboard. Students write messages, 


choosing from four type styles and six background colors. Messages may be 
saved on a data disk and edited. 
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Issue 10 (continued) 


Back Page 
This language arts program is a collection of features: letters from the editor and 


Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 


Issue 11 


The Dark Tower 
In this fantasy Twistaplot adventure, students move an animated figure through 
King Arthur's castle, searching for treasure. By mapping routes, and typing 
commands, students progress through the story. Critical thinking skills are 
enhanced. 


Secret Coder 
Students encode messages using any of nine famous codes and ciphers, and 
create their own secret codes. Students also decode messages by analyzing 
letter frequency, counting bigrams and more. The students use critical thinking 
skills to plan the strategy, and the computer does the counting. 


Sticker Factory 

Students may choose from 10 sample sticker designs or design their own stickers 
to save, edit, and print. Students use language arts skills as well as art & design 
skills in this simple utility. 


Back Page 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a vocabulary puzzle. 


Issue 12 


Wagons West 
In this historical Twistaplot, students travel west on a wagon train. Students 
choose items to bring along, follow the pioneer trails across four maps, learn Indian 
Sign language and make decisions throughout the journey. Students must read 
for detail and solve problems to reach California or Oregon safely. 


Newspaper Maker 
Students write, edit, and save newspaper articles, then lay out those articles ina 
newspaper format. Newspapers may be printed. : 
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Issue 12 (continued) 
T-Shirt Puzzles 
Students use critical thinking and problem-solving skills to solve a series of 
challenging logic puzzles. Students choose puzzle pieces and place T-shirt 

machines in the correct order to recreate T-shirt designs. 


Micro-Toon 
Micro-Toon is an electronic comic strip. Students read an adventure that stars 
Red, her computer Einstein, and her favorite robot, Dudley. 


Issue 13 


The Frog and the Fables 
In this language arts Twistaplot, students adventure through a forest and a castle 

to collect fables and match them to morals. If they are successful, they will free the 
frog king from the evil wizard’s spell. 


The Secret of the Sphinx 
In this text adventure, students read for detail and comprehension, and type 
commands to advance through the story. Three mummies have clues that will 
reveal the secret of the sphinx. Map skills are tested as students move through 
the pyramid by choosing cardinal directions. 


Who’s Who in Outer Space 
This database contains 150 entries on real and fictional outer-space personalities. 
This program encourages students to search through the database logically, by 
noting relationships between the entries. Students are introduced to the 
historical and scientific significance of the real-life personalities, and learn the 
source of the fictional personalities for further reading. 


Back Page | | 
This language arts program is a collection of features: letters from the editor and 
Microzine readers, Micro-Toon, an electronic comic strip, and a math puzzle. 


Issue 14 


The Funhouse Caper 
This Twistaplot is three mysteries in one. In each, the jeweled key to a room in the 
funhouse has been stolen, but the thief is different in each story. Students use 
map skills to search the funhouse, and read for detail and comprehension as 
they collect clues to solve the mystery. 


Inventors & Inventions . 
This database contains over 150 entries of inventors and inventions. Students 
search through the database logically, by noting relationships between the 
entries. They are also introduced to the historical and scientific significance of 
the inventors and the inventions. 
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Issue 14 (continued) 


Cartoon Maker 
Students write, edit, save and print their own cartoons with this engaging program. 
Students may choose from 50 graphics, then write their own text to create eight- 
panel cartoons. 


Puzzier 
This program encourages both language arts and math skills as students create | 
crossword puzzles and crossnumber puzzles. Puzzles may be saved, edited, and 
printed with or without the answers displaved. 


Issue 15 


2088: An Oval Office Odyssey 
This science-fiction Twistaplot adventure finds the student running for reelection for 
President of the United States in the year 2088. Students select a running mate 
and make decisions throughout their campaign that will win some votes and lose 
others. Social studies, reading for detail and comprehension, and making 
inferences are some of the skills addressed. 


Keyboarding 
Students will utilize critical thinking and computer literacy skills as they use this 

typing tutorial to learn the correct fingering and location of the letters ona keyboard. 
A simple game tests students’ tvping speed. 


Roundup 7 

This math and strategy program introduces students to the concept of Venn 
diagrams (union, intersection, and union-minus-intersection). Students use 
problem-solving skills to lasso horses and avoid the cactuses, as they play 
against a friend or the computer. 


Estimator 
In this math program, students test their estimating skills as they choose a 
temperature range on a thermometer and then find a particular temperature within 
that range, or as they estimate the amount of elapsed time on a clock. 


Issue 16 


Tickets to America 
This historical Twistaplot takes place in 1908. The student is an Italian immigrant 
traveling to America to make a new life. Students will use critical thinking skills, 
and read for detail and comprehension as they search for an affordable 

apartment, find a job and attend night school. Map skills are also reinforced. 
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Issue 16 (continued) 


Solar Pilot 
This science program introduces students to the concept of solar energy as they 
pilot a solar-powered blimp through various weather conditions. If students are 

successful, they are promoted from Land Skimmer to Solar Pilot. 


A Traveler’s Guide to Fantastic Places 
This database contains over 150 entries of real and fictional places. Students 
search through the database logically, by noting relationships between the 
entries. Students may print all or part of the database and solve a series of 
challenging puzzles. 


Shifty Shapes 
This logic and strategy program challenges students to move shapes on the 
screen to fill in puzzle outlines. Students may rotate the shapes, encouraging skill 


in noting relationships, as they work against the clock to solve the puzzles. 


Issue 17 


Microagent of the Body Guard 
This science and science-fiction Twistaplot takes the student on an adventure 
through the human body. Students read for detail and comprehension to learn 
about the functions of various organs, and to solve the problems and questions 
posed by the villainous Baha Omen. 


Mission: Mix-up 
This critical thinking program challenges students to find the correct combination 
of fictional chemicals to solve a variety of problems. For example, when faced with 
crossing a scorching desert, students deduce that by combining the “transportation” 
chemical with the “animal” chemical, they will mix up a camel, and safely cross the 
desert. There are two levels of difficulty. 


Marvelous Menagerie 
This database contains over 150 entries of real and fictional animals. Students will 
search through the database logically, by noting relationships between the 
entries. Students may print all or part of the database, and solve a series of 
challenging puzzles. 


Basic Training 
Students will learn some BASIC programming commands as they solve a series of 
puzzles at CPU (Computer Programmers University). If students are successful, 
they will receive a reward. , 
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Issue 18 


History Mystery 
Students adventure through a history museum in this Twistaplot adventure. They 
must read for detail and comprehension, make deductions and then type in 
commands to move through the museum. Students “meet” such characters as 
Confucius, Caesar and Edison in this winsome story. 


Letter Writer 

Students learn the proper form for writing business and personal letters with this. 
language arts program. Students also learn the proper way to address a letter to 
the President, what information to include in a letter requesting a job interview, and 
more. The letters may be saved and printed. 


ScholastiCalc : 3 
This math program is an introduction to spreadsheets. Students can create, edit, 
save, and print spreadsheets. 


Rose & Calumny 
The fearless adventurer Rose (“rows”) has been imprisoned by 

the evil witch Calumny (“columns”). This program is a series of challenging math 
puzzles, which students will use “ScholastiCalc” (see above) to solve. 


Issue 19 


Malice in Wonderland 

This language arts Twistaplot takes place in Wonderland. The citizens have been 
imprisoned by the Queen of Hearts and her Royal Hench cards. Students free the 
citizens by solving the Joker’s math puzzles. 


Animation Lab 

Students will use their sequencing skills as well as their art & design skills to 
create animated computer movies. Students may choose from a human, animal, or 
robot character, then position the character's limbs and joints for each frame of the 
movie. Movies may be viewed in continuous motion or time-lapse mode, and may 
be saved and edited. 


Calendar! 
This language arts and history program allows students to look at the Microzine 
calendar for daily historical memos, and create their own calendars with daily, 

monthly, or yearly memos. Calendars may be saved on a data disk and printed. 


Estimator 
In this math program, students will test their estimating skills as they estimate how 


many floors are in the Microzine building and how many slices are in a pie. 


20 


@ | @ 


Issue 20 


Voyage to See What’s on the Bottom 
This language arts Twistaplot asks the student to find a treasure left by the lost 

civilization of Atlantis. Students communicate with the dolphin Nigel using English 
and dolphin “words” to direct Nigel across a map. 


Interactions 
This science program challenges students to create a balanced ecosystem by 

selecting predators and prey, the rate at which they eat, and other variables. Ifa 
species overpopulates or becomes extinct, the game is over. 


Heroes & Villains 
This database contains over 140 entries of fictional heroes and villains. Students 
search through the database logically, by noting relationships between the 
entries. The program includes a print option. 


Monitor Mystery 
Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 
‘to solve a mystery. In “The Case of the Baffling Birthday,” students will search for 

the true identity of twins. If students solve the mystery, they will receive a reward. 


Issue 21 


Robot Rescue : 

This science-fiction Twistaplot adventure is a sequel to “Brain Drain” (issue 7). Your 
robot pal EZ-4U has been robot-napped by the evil Pnowo Ledge. By reading for 
detail and making inferences, students will rescue EZ and save the universe as 
well. 


Fill in the Blanks 
This language arts program enhances students’ understanding of parts of speech 
as they fill in the blanks in Microzine stories. Students can also write their own 


stories, assign a part of speech to each blank and then let a friend or the computer 
complete their story, with some surprising results. Stories may be printed with or 
without the blanks filled in. 


Fabulous Kids 

This database contains over 100 entries of real and fictional children. Students 
must search through the database logically, by noting relationships between the 
entries. Students also learn the source of the fictional personalities for further 
reading. Includes a print option. 
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Issue 21 (continued) 


Monitor Mystery 
Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 


to solve a mystery. In “Keeping Track of Time,” students will use their knowledge of 
time Zones to crack the case. If students solve the mystery, they will receive a 
reward. 


Issue 22 


Haunted Channels 

This language arts Twistaplot enhances students’ skills in map reading and 
reading for detail and comprehension. The villainous U.H.F. (Ugly Horrible 
Fiend) wants to imprison everyone inside their television sets. Students must make 
decisions and type commands to defeat the villain and save the day. 


NewsPrint 

This language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students write, edit, and save newspaper articles. 
Students then lay their articles out in a newspaper format, inserting Microzine clip 
art, and print their newspaper. “NewsPrint’ is on a separate, copyable disk that 
Students may use to create backup disks or to share with friends. 


Math Mall 

This math program challenges students to fill customer's orders for alien pets by 
selecting the correct number of body parts. For example, a customer might ask for 
pets that, together, will provide them with 24 spines and 16 tails. There are 10 
Stores in the Math Mall for students to explore. 


Monitor Mystery 

Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 
to solve a mystery. In “Flimflam at the Flicks,” students will discover who is sending 
secret messages from the Bijou Theater. If students solve the mystery, they will 
receive a reward. 


Escape From ANTcatraz , 

In this science Twistaplot, students are ants imprisoned in the notorious ant farm 
“ANTcatraz.” Students read for detail and comprehension, and map the ant farm 
to successfully return to their nest in the wild. Students also learn fascinating facts 
about various species of ants. : 
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Issue 23 (continued) 


Greetings! 
This language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students write messages, choose from among 30 
different graphics, and print their greeting cards. “Greetings!” is ona separate, 
copyable disk that students may use to create backup disks or to share with friends. 


Math Mall 
This math program challenges students to assist alien customers by choosing the 
correct number of food packages necessary to fill each order. There are 10 stores 
in the Math Mall for students to explore. 


Monitor Mystery 
Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 
to solve a mystery. In “The Case of the Foul Play,” students will discover who 
sabotaged the school play. If students solve the mystery, they will receive a 
reward. 


Issue 24 


Captains of the China Trade 
This historical Twistaplot places students on an 1806 trade ship, sailing from 
Salem to the Orient. Students must navigate from port to port by reading maps 
and identifying the latitude and longitude of each port, and by reading for detail 
and comprehension to make the wisest trades. 


Banner Maker | 
This language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students write messages, choose from among 30 
different graphics, then print their banners in one of three sizes. “Banner Maker” is 
on a separate, copyable disk that students may use to create backup disks or to 
share with friends. 


Dr. Maxwell’s Molecule Magic 
This science program introduces students to the concepts of how molecules are 
affected by heat, volume and density. Students experiment with these factors as — 
they attempt to create enough pressure to launch a rocket ship to the moon. 


Monitor Mystery 
Students read for detail and comprehension, use visual discrimination skills to 
search the picture for clues, and then deduce the answers to a series of questions 
to solve a mystery. In “The Case of the Missing Wheel,” students will discover who 
took a bicycle wheel from Mr. Wright's bicycle shop. If students solve the mystery, 
they will receive a reward. 
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Issue 25 
Cosmic Heroes 
This science Twistaplot asks students to use their knowledge of the solar system to 
defeat the evil Sirius Lunatik. Students will analyze the database of information on 


the nine planets, and read for detail and comprehension as they adventure 
through our solar system. 


Blueprint Maker 


This language arts and math program is part of Microzine’s Desktop Publishing 
series, which includes issues 22 through 26. Students choose a blueprint for a toy, 
decorate it with one of the Microzine “decals” and print the blueprint. Simple 
instructions for assembling the blueprint into a three-dimensional toy are printed as _ 
well. “Blueprint Maker” is on a separate, copyable disk that students may use to 
create backup disks or to share with friends. 


The Learning Machine 
This program is an introduction to the concept of artificial intelligence. Students will 
exercise their critical thinking and writing skills as they teach B.E.R.T.H.A. about 
a topic of their choice, and then play a guessing game with her. The more students 
teach her, the more challenging and fun the games become. There is a Microzine 
sample game included to get students started. 3 


Picture This 
In “The Wild West,” students play a computer version of “What's Wrong With This 
Picture?”. The student must identify the items that do not belong in the western 
scene. If the students identify all 10 items in 10 tries they can write to Scholastic for 
a certificate. Visual discrimination skills are tested. 


Issue 26 


The Wizard of Darkling Wood 
In this language arts Twistaplot, students must read for detail and comprehen- 
sion to return a stolen lantern to Scav, the friendly elf. Students will search four 

locations for clues and objects in this fairy-tale story. 


Congratulations! 
This language arts program is part of Microzine’s Desktop Publishing series, which 
includes issues 22 through 26. Students choose from different borders, type fonts 
and graphics to create awards, certificates or diplomas. The certificates may be 
printed. “Congratulations!” is on a separate, copyable disk that students may use to 
create backup disks or to share with friends. 


Math Mall 
This math program challenges students to assist alien customers by determining 


the correct percentage of liquid to fill each order. There are 10 stores in the Math 
Mall for students to explore. 


24 


t o 


Issue 26 (continued) 


Picture This 
In “Medical Mix-up,” students play a computer version of “What's Wrong With This 
Picture?” The student must identify the items that do not belong in the doctor's 


office. If the student identifies all 10 items in 10 tries they can write to Scholastic for 
a certificate. Visual discrimination skills are tested. 


Issue 27 


Constellation Odyssey 

This science Twistaplot adventure takes place in Star Town, where the constella- 
tions have fallen from the sky. The student replaces the constellations and then 
creates and names their own constellation by “connecting the dots” among the 
stars. There are four versions of the story, depending on which of the four seasons 
the student chooses. 


Rebus Maker 
This language arts program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students solve Microzine rebuses, then 
write, save on a data disk and print their own rebus puzzles, choosing from 100 
graphics. “Rebus Maker” also builds problem-solving skills. Students may copy 
“Rebus Maker” to create backup disks or to share with friends. 


The Learning Machine 

Students “teach” the Learning Machine about a topic of their choice, and the 
machine then plays a guessing game using that data. Students can challenge 
friends with their games. “The Learning Machine” builds critical thinking and 
writing skills. 


_|Monitor Mystery 
In “The Mystery on the High Seas,” students read a story, then use a magnifying 
glass to search the scene of the crime for clues. Students use problem solving 
and visual discrimination to solve the mystery. If students solve the mystery, they 
will receive a reward. 


Issue 28 


Quest for the Pole 
In this Twistaplot adventure, students attempt to be the youngest explorer to reach 
the North Pole by land. Students must remember historical details and make 

deductions to succeed. There are three parts to the story. 
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Issue 28 (continued) 


Stationery Maker 

This language arts program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students design and print their own letter- 
head stationery, choosing from a variety of border styles, type fonts and graphics. 
Students may copy “Stationery Maker” to create backup disks or to share with 
friends. 


Sound Lab 

In this science simulation, students manipulate sound waves and create new 
sounds by using functions such as Cut, Paste, Copy, and Reverse. Students can 
save and edit their new sounds. 


Picture This 

In “African Animals,” students test their visual discrimination skills to searcha 
picture for the animals which are native to Africa, and the animals which are not. If 
students are successful, they will receive a reward. 


Issue 29 
The Myths of Olympus 


In this language arts Twistaplot adventure, students find themselves caught in a 
maze in ancient Greece. By learning about the characters and plots of more than 
10 Greek myths, students escape the maze, meet Zeus, and are returned home 
safely. 


Screen Artist 
This art & design program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students create, edit, save and print their 
own computer graphics. Graphics that are created with this program are compat- 
ible with the classroom-publishing programs in issues 30 and 31. Students may 
copy “Screen Artist” to create backup disks or to share with friends. 


Light on Target 

| Students discover basic scientific and mathematic principles of optics and 
geometry as they experiment with the properties of light to solve a series of fun and 
challenging puzzles. | 


Picture This 

In “Desert Dilemma,” students search a picture to determine which objects and 
animals do not belong in the desert scene. If students are successful, they will 
receive areward. Students build visual discrimination skills. 
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Issue Index 


Issue 30 


Toward the North Star 
In this historical adventure, students become conductors and then stationmasters 
on the Underground Railroad in 1850. Students also learn about historical 

personalities such as Harriet Tubman, and Levi and Catherine Coffin. 


Poster Maker 
This language arts program is part of Microzine’s Classroom Publishing series, 
which includes issues 27 through 31. Students write text, add it to posters, and 
then print the posters in a variety of sizes using Microzine graphics, or graphics 
they create using “Screen Artist” in issue 29. “Poster Maker” is on a separate, 
copyable disk that students may use to create backup disks or to share with friends. 


Contraptions 

This problem-solving program challenges students to build a contraption from 
such wacky components as a sleeping kangaroo, a toaster, and a barber's chair. 
The goal is to rescue a friend from a high balcony. Students can save and edit their 
contraptions. 


Double Vision 

In “Americana,” students test their powers of visual discrimination as they identify 
pictures in various stages of resolution. Graphics of historical personalities and 
objects that are uniquely American are included. 


Issue 31 


Volcanic Voyager 

In this science Twistaplot adventure, students travel to volcanos around the world 
and discover facts about volcanos as they strive to defeat the villainous 

Dr. Volcay No. 


Presenting! 
This language arts program is part of Microzine’ s Classroom Publishing series, 
which includes issues 27 through 31. Students create slide show presentations, 
using Microzine graphics or graphics they create using “Screen Artist” in issue 29 or 
“Poster Maker” in issue 30. “Presenting!” is on a separate, copyable disk that 
students may use to create backup disks or to share with friends. 


Game Plan 
Students create, save, and play on-screen board games. Students design the 


board and determine the rules of the game, building valuable critical thinking and 
problem-solving skills. 
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Issue 31 (continued) 


Monitor Mystery 
In “The Mystery of the Missing Mechanical Mutt,” students read a story, then use a 
magnifying class to search the scene of the crime for clues. Students use problem 


solving and deductive reasoning to solve the mystery. If students solve the 
mystery, they will receive a reward. 
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Charter Issue 
Where Is Piggy? 


In this language arts Twistaplot adventure, students must interview suspects and 
use their critical thinking skills to discover who stole their prize pug at the dog 
show. Students solve the mystery by making decisions throughout the story. 


Storybook Maker 
In this language arts program, the student wakes up to a day filled with fishy puns 
and wacky adventures. The student determines the plot of the story by reading for 
detail and making decisions. When the story is completed, the student can 
choose to read the story again or to print the story, complete with graphics. 


Video Garden 

This science program encourages students’ skills in noting relationships and 
observation as they select flower and vegetable seeds, plant them, water them, 
and watch them grow. Students may save their gardens on a data disk and watch 
them grow day by day. | 


Eye Spy 

In “Fix the Farm,” students play a computer version of “What's Wrong With This 
Picture?”. The student must identify the items that do not belong in the farm scene. 
If the students identify all 10 items in 10 tries they can write to Scholastic fora 
certificate. Visual discrimination skills are tested. 


Issue 1 
Safari! 


This science Twistaplot adventure takes students on an unusual safari in Kenya: 
students choose to be one of six African mammals. They learn critical facts for that 
animal's survival (for example, elephants stay with their herd for safety and take 
baths for good health), and then encounter situations where they must apply the 
information they learned. If they are successful, they can choose to print a page of 
information about that animal. Critical thinking skills are enhanced. 


Mask Maker 


This art & design program lets students create a mask by choosing from different 
hair styles, face shapes, eyes, ears, noses, and mouths. More than 2.5 million 
combinations can be created. Students can print their masks. 


Talk to B.E.R.T 

This introduction to artificial intelligence allows students to play a sample guessing 

game with B.E.R.T. about modes of transportation, or to write and save their own 

guessing games. The more the student teaches B.E.R.T. the more challenging the | 
-|games become. Students are introduced to computer literacy skills and database 

concepts with this program. 
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Issue 1 (continued) 


Eye Spy 

In “A Day at the Beach” students play a computer version of “What's Wrong With 
This Picture?” The student must identify the items that do not belong in the beach 
scene. If the students identify all 10 items in 10 tries they can write to Scholastic for 
a certificate. Visual discrimination skills are tested. 


Issue 2 


Crickety Manor 

This critical thinking Twistaplot adventure finds students in an old house, peopled 
by friendly ghosts. The goal is to locate the source of a voice calling for help. By 
typing in simple commands, students move through the house, reinforcing map 
skills, get and use objects, and finally make their way up to the attic where a 
pleasant surprise awaits. 


Graph Maker 

This math and social studies program allows students to create and print bar 
graphs or pictographs. There are 10 bar styles and 50 pictograms to choose 
from. For bar graphs, the student chooses the lowest and highest numbers for their 
graph and the computer scales the graph accordingly. For pictographs, the student 
indicates the number of items each pictogram represents. 


Math Ani-Mall 

Customers are lining up in the 10 shops at the Ani-Mall and it is up to the student to 
help the animal shopkeepers serve them. Students will test their math skills by 
making the correct change in each shop. 


Micro Mystery 
In “The Case of the Garden Plot,” students read a story, use a magnifying glass 
icon to search the picture for clues, and then answer five questions to solve the 
mystery. In this program, someone has snipped the blossoms from Iris’ petunia, 
ruining it as an entry in the School Garden Show. If students are successful in 
solving the mystery, they may write to Scholastic for a certificate. Reading for 
detail, deductive reasoning and inference skills are challenged. 


Issue 5 


The Great Frankfurter 
In this Twistaplot adventure, students must help Uncle Frank, known as “The Great 
Frankfurter,” put on a spectacular magic show. Students are challenged to select 


the correct prop, costume and magic word for each trick to ensure the success of 
the show. Sequencing and critical thinking skills are enhanced. 
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Issue 3 (continued) 


Going Dotty 
This math and problem-solving program is the computer version of dot-to-dot 
puzzles. The students can choose to solve the Microzine puzzles or create and 


save their own puzzles. The dots can be numbered sequentially, (1, 2, 3...), by 
fives (5, 10, 15...) or by tens (10, 20, 30...) Puzzles can be printed as dots only, or 
as completed pu7z!es. 


Storybook Maker 
In “The Balloonatics,” students are whisked away in a hot-air balloon for a series of 
adventures. Students determine the plot of the story by reading for detail and 
making a series of choices. When the story is completed, students can choose to 
read the story again or to print the story, complete with graphics. 


Fuzzy to Focused 

In this visual discrimination program, students are presented with an unfocused 

picture. By pressing a key, the picture is slowly focused or resolved, step-by-step. 

The challenge is to identify the picture in as few steps as possible. There are 15 | 
puzzles to solve. 


Issue 4 


ZooStorm 

In this critical thinking Twistaplot adventure, students are called to the Isle of 
Sunny Days to correct the problems caused by a recent ZooStorm. The animals 
have become mixed up, with the head of one appearing on the body of another and 
with the tail of yet a third animal. Sample creations might include an ELE- 
CONSTRICT-ROO or ELEphant-boa CONSTRICTor-kangaROO. By using logic 
and strategy, the student reassembles the animals and saves the day. The 
graphics are delightful, as is the story. 


Jigsaw Puzzler 

In this problem-solving program, students can solve jigsaw puzzles on the screen, 
and print them. There are 30 Microzine Jr. puzzles for the student to solve and 
three levels of difficulty. 


Math Ani-Mall 

Customers are lining up in the 10 shops in the Ani-Mall and it is up to your students 
to help the animal shopkeepers serve them. Students will test their math skills by 
selecting the correct number of toys from such shops as Yak’s Yo-yos to fill each 
customer’s order. 
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Issue 4 (continued) 


Eye Spy 
In “The Mixed-up Kitchen,” students play a computer version of “What's Wrong With 
This Picture?” In this visual discrimination program, students must identify the 


items that do not belong in the kitchen scene. If students identify all 10 items in 10 
tries they can write to Scholastic for a certificate. 


Issue 5 


Your Town 

In this social studies Twistaplot adventure, students ride a bicycle on a map of the 
town, searching for a missing birthday present. Students must decipher rhyming 
clues about where the present might be hidden. Knowledge of the various jobs ina 
community, reading for comprehension and mapping skills are reinforced in this 


This language arts and strategy program allows students to create and print their 
own board game. Choosing among four themes, such as outer space or sports, 
students position instructions on the game board, choose or write their own playing 
cards, and then print the board game. 


Micro Mystery 
In “The Case of the Class Trip,” students read a story, use a magnifying glass icon 
to search the picture for clues, and then answer five questions to solve a mystery. 
In this program, Wanda has wandered away, making her class-trip buddy Ramone 
very unhappy. Where is Wanda? If the students are successful in solving the 
mystery, they may write to Scholastic for a certificate. Reading for detail, 
deductive reasoning, and inference are skills students will test in this program. 


Something Fishy 

This delightful program tests students’ powers of observation and noting cause- 
and-effect relationships as they watch their computer monitor transformed into a 
colorful aquarium. Students can feed the fish, tap on the glass, or press the Space 
Bar for a series of surprises. 
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Program Index 


An Index of each Microzine and Microzine Jr. Program 


Use this index to learn the issue number where a program is described. For 
example, if you wanted to learn more about “Roundup,” look in the index, and 
turn to the issue listed. The content and curriculum areas of “Roundup” are 
described on that page. 


Issue 
2088: An Oval Office Odyssey 15 
A Day at the Beach. Jr. 1 
Adventures in the Microzone 4 
African Animals 28 
Amazing Robot 3 
Amazing Robot II 5 
Americana 30 
Animation Lab 19 
Ask Me: Robert MacNaughton 1 
Ask Me: Tom Snyder 4, 
Back Page 7-11,13 
Balloonatics, The : Jr. 3 
Banner Maker 24 
BASIC Training lz 
Big Nap, The 9 
Billboard 10 
Blueprint Maker 25 
Board Silly Jr. 5 
Bookstore 3 
Brain Drain 7 
Budget Maker 9 
Calendar! 19 
Captains of the China Trade 24 
Cartoon Maker 14 
Case of the Baffling Birthday, The 20 
Case of the Class Trip, The Jr. 5 
Case of the Foul Play, The 23 
Case of the Garden Plot, The | Jr. 2 
Case of the Missing Wheel, The 24 
Certificate Maker 26 
City Blocks | 7 
Constellation Odyssey — 27 
Contraptions / 30 
Cosmic Heroes 25 
Crickety Manor 2 
Dark Tower, The 11 
Desert Dilemma 29 
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Program Index . 


Double Vision 

Dr. Maxwell’s Molecule Magic 
Drawing Board 

Escape fromANTcatraz 
aie 

Eye 

Fciniioits Kids 

Fences 

Fill in the Blanks 

Fix the Farm 

Flimflam at the Flicks 
Fossils Alive! 

Free Store 

Frog and the Fables, The 
Funhouse Caper, The 
Fuzzy to Focused 
Game Plan 

Going Dotty 

Graph Maker 

Great Frankfurter, The 
Greetings! — 
Haunted Channels 
Haunted House 
Heroes & Villains 
History Mystery 
Interactions 

Inventors & Inventions 
Jigsaw Puzzler 
Keeping Track of Time 
Keyboarding 

Learning Machine, The 
Letter Writer 

Light on Target 

Log-lt! 


Malice in Wonderland 
Marvelous Menagerie 

Mask Maker 

Math Ani-Mall 

Math Mall 

Medical Mix-Up 

Melody Maker 

Micro Mystery 

Micro-Toon 

MicroAgent of the Body Guard 


2 
15,19 
Jr. Charter, 1, 4 
21 
5 


21 
Jr. Charter 
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Program Index 


Issue 
Mission: Mix-up 17 
Mixed-up Kitchen, The Jr. 4 
Monitor Mystery 20-24, 27, 31 
Mystery at Pinecrest Manor 3 
Mystery of the Missing Mechanical Mutt, The 31 
Mystery on the High Seas, The 27 
Myths of Olympus, The 29 
Newspaper Maker 12 
NewsPrint 22 
Northwoods Adventure 2 
Olympic News 6 
Picture This 28, 29 
Pirates of the Soft Seas 5 
Poster Maker 30 
Poster 1 
Presenting! 31 
Puzzler 14 
Quest for the Pole 28 
Quizzler 9 
Rebus Maker 27 
Ride the Wind 2 
Robot Rescue 21 
Rose & Calumny 18 
Roundup 15 
Safari! Jr. 1 
Sailing 10 
ScholastiCalc 18 
Secret Coder 11 
Secret Files 1 
secret Journal 8 
Secret of the Sphinx, The 13 
shifty Shapes 16 
Shot Heard ‘Round the World, The 10 
Solar Pilot 16 
Something Fishy Jr. 5 
Sound Lab 28 
Sound Off! 6 
Stationery Maker 28 
Sticker Factory 11 
Story Teller 5 
Storybook Maker Jr. Charter 
Survey Taker : 7 
T-Shirt Puzzles 12 
Tag 1 


35 


r) @ e ¢ Jr) | 


Issue 

Talk to B.E.R.T. 
Tickets to America 16 
Toward the North Star 30 
Traps 4 
Traveler's Guide to Fantastic Places,A — 16 
_ Video Garden Jr. Charter 
Volcanic Voyager | 31 
Voyage to See What’s on the Bottom 20 
Wagons West 12 
Where Is Piggy? Jr. Charter 
Who’s Who in Outer Space 13 
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QUESTIONNAIRE 


Sale this questionnaire to: Microzine 
scholastic Inc. 
730 Broadway 
_ New York, NY 10003 


Name . | Age 


Address 
City : State. Zip 
‘Where do you get Microzine? Home School 


RATE EACH PROGRAM IN THIS ISSUE. 
1=Terrific! 2=Good 3=Okay 4=NotSoHot 


The Haunted Channels | NewsPrint 
Math Mall | Monitor Mystery 
. lf you could add another channel and TV show to "The 
Haunted Channels," what kind of show would it be, and 
who would star in it? 
2. Did you make a newspaper? Share it with us! 


3. What was your favorite store in "Math Mall"? Why? 


|! MY COMMENTS AND OPINIONS write on the back, too): 


, If you could buy an alien pet, what would it be? Draw a picture 
of it for us! 


ne Scholastic Copyright © 1987 by Scholastic Inc. All rights reserved. Printed in U.S.A. Published by Scholastic Inc. - 
| 12 1110987654321 7 7 8 9/8 0/9 


USE THE SPACES BELOW TO WRITE YOUR 
COMMENTS. ase 


vee ee oo oe 


ISBN: 0-590-98504-3 


- Teacher Edition 


MICROZINE SCOPE 
AND SEQUENCE CHART 


Haunted 
Channels 
Math Mall 
NewsPrint 


CURRICULUM AREAS/SKILLS } 
Reading eee 
Witing es oe 
Math a. | lee 
Scienos | ae 
Social Studies eS 8 86 
Fine Arts | ae 
Maps/Graphs/Charts eS le 

COMPUTER LITERACY Se | a 

Computer Applications all lO 
Utites a. lle 
Simulations Ss -. - aa 
Branching Stories E- = «=—s—i(i<‘i 
Games Ro. a 

Why People Use Computers ee 
Data Storage/Retrieval a | 
Computation/Estimation Ce ee 
Text Editing be ele 
Programing ee ea | 
Entertainment aoe 


RA Scholastic Copyright © ds a abe re ey Lee oe Printed i : i = = A. 
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HAUNTED CHANNELS 


A Twistaplot™ 


DIFFICULTY LEVEL: Challenging 


VOCABULARY PREVIEW: monstrous, antique, static, cyclone, 
jingles, rotund, sponsor, precaution, lout, mosey, ventriloquist, 
feline, aerial, furor 


School Activities 


GEOGRAPHY: Students will use both cardinal and intermediate 
directions as they adventure through The Haunted Channels. 
Remind them that each intermediate direction lies between two 
cardinal directions. If they need extra review, play the following 
game. Locate north in your classroom. Have several students stand 
in a circle, with one student facing north. Then have that student call 
out an intermediate direction, such as southeast or southwest, and 
have the closest student standing in that position respond. 


MATH/COMPUTER LITERACY: Encourage students to find their 
way through the adventure by making a flowchart that shows the 
direction in which to go for each channel, what lies between 
channels, and the options for moving north, south, east, west, or up. 


Home Activities 


Suggest that students create a TV trivia game. Have them think of 
details from their favorite shows, write some questions with those 
details as answers, then quiz their friends. 


Hints for solving "The Haunted Channels": Type LOOK and C on each channel. Use these other commands on 
the following channels: 


Channel 1: PRESS MY EAR AGAINST THE ICE, PUT ON THE SNOWSHOES, TALK TO WALLY 
NIMBUS 
2: TALK TO ALFRED HITCHPLOT, TALK TO ROD SPERLING, TALK TO MERRY MASON, 
STOOKIE BILL, JENKINS, ZWORYKIN 
3 LISTEN TO THE SONG, SHUFFLE, BOP, TALK TO THE VAMPIRE, (talk to vampire 3), 
EAT THE BURGER 
Channel 4: TALK TO PROF. TV, STRAIGHTEN THE ANTENNA, | LOVE LUCY 
Channel 5: TALK TO THE WEREWOLF, RAIN, STICK MY HEAD OUT OF THE WINDOW, 


Channel 


Channel 


UNROLL THE MAP 

Channel 6: TALK TO THE GHOSTS, USE THE PILLOW, GO UP THE LADDER, ANSWER THE SHOE 

Channel 7: TALK TO THE ALIEN, SPRAY THE SPRAY, NATIONAL ANTHEM STOPS 

Channel 8: TALK TO THE MUMMIES, (2 mummies, 4 cowboys), OPEN THE MUMMY CASE, 
UNWRAP THE MUMMY 

Channel 9: COUNT THE STARS, (go W twice, then SEARCH), TALK TO THE RABBIT, 
SPOCKRAMDEN 

Channel 10: FELIX, (don't trade snowshoes for the curtain, do trade the snowshoes for Door #1), 51 

Channel 51: PULL THE PLUG 


MATH MALL 


DIFFICULTY LEVEL: Challenging 
‘VOCABULARY PREVIEW: finicky, stellar 


. 


re o 


School Activities 
MATH: Before playing, have students practice a few problems similar 
to the ones they will encounter in the game. Work through, step by 

step, a strategy they can use to solve the problems. (They will be able 

to use the same strategy in all of the stores in the mall.) The first thing 

to check is whether any of the three body-part numbers is a factor of 

the number of alien body parts the customer wants. For example, 

suppose the three body-part numbers are 6, 9, and 7, and the 

customer wants 45 body parts. Since 9 is a factor of 45, you can solve 

the problem with simple division. On the other hand, if the customer 

wants 41 body parts, then you need to look at multiples of 6, 9, and 7 

and subtract them from the desired number. For example, you know 

that 7 x 5 = 35, and that 41 - 35 = 6. So, you could give the customer 

5 animals with 7 body parts and 1 animal with 6. 


Students might play "Math Mall" in pairs, or in teams, with each 
student or team scoring a point (or a fin or a feelez!) for finding the 
correct solution to each problem. 


ART: Have students choose some of the body parts from the mall 
and draw a new alien animal. Or, have them make up their own body 
parts that can be combined in different ways. (See page 8 of this 
guide for a structured approach to this activity.) 

Home Activities 

Have students use "Math Mall" for a fun at-home math drill. Use a 
timer to keep track of how long it takes the student to empty each 
store, each time he or she plays the game. 


NEWSPRINT 


DIFFICULTY LEVEL: Average 
VOCABULARY PREVIEW: column, layout, edit 


"NewsPrint" is the first feature in Microzine’s Desktop Publishing 
series. Each of the five programs in this series will have its own 
collection of graphics that will be compatible with the other four 
programs. Each of these five programs will be on a separate disk that 
you may copy and share with your colleagues and students. 


School Activities 

LANGUAGE ARTS: Look through some local and national 
newspapers with your students. Explain the purpose of a news 
story, acolumn, a feature, a department, and an editorial. Look for 
special graphics that appear with regular departments, or that 
illustrate stories. Then have the class decide what kinds of articles to 
include in their newspaper. 


Once you have a basic plan for your newspaper, assign them to staff 
positions and allow students to change jobs periodically so that 
everyone has a chance to experience each job. You might want to 
assign students to the jobs of editor, art director, copy editors, 
proofreaders, reporters and writers. 


Use the classroom newspaper to give assignments in other 
Curriculum areas, such as: 


¢ Compiling a travel section on trips to the various states or 
countries they have visited, or studied 


° Writing a feature article on a science or history topic 
¢ Reporting on a national or international event in each issue 


Home Activities 


Students can also use "NewsPrint" to set up a family newspaper to 
report on family or neighborhood news. 


MONITOR MYSTERY 
"Flimflam at the Flicks" 


DIFFICULTY LEVEL: Easy 


VOCABULARY PREVIEW: caper, marquee, superstitious, critic, 
slinks 


School Activities 


READING FOR DETAIL: Encourage students to solve the mystery 
by deducing who fits Inspector Minkley's description of the spy. 
Suggest they list every fact they learn about Mickey MacFlix, Phil 
Philm, and the usher by studying the picture. Then have them match 
the facts with the three clues: The spy is near-sighted, left-handed, 
and superstitious. Any one of the three who doesn't have one of 
these traits can be eliminated, revealing the true spy. The list will also 
help students answer the other questions at the end of the program. 


Have students use the same problem-solving skills in a game with 
their classmates. Think of three traits (such as brown hair, left- 
handed, and red shoes) that apply to only one student in the class. 
Then have the rest of the class try to deduce who that student is. 


Home Activites 


Have students check your local library for mystery books such as the 
Encyclopedia Brown, Hardy Boys, or Nancy Drew series. 


"NewsPrint" Activity Page 


PLAN IT! 


Before writing a single word, you need to think about who is going to 
read your newspaper—your audience! Consider your audience's 
ages, school interests, hobbies, clubs, sports, and other special 
activities and interests. Knowing your audience helps you choose 
what to write about! 


ORGANIZE IT! 


Once you pick a topic to write about, you need to organize your 
information. Use the chart below to record key words and phrases 
which answer the five standard questions of news reporting: 


Who? 


What? 


Where? 


When? 


How? 


This activity page may be reproduced for use in your classroom. Copyright © 1987 by Scholastic Inc. 


"Math Mall" Activity Page 


PET FEAST 


Choose your favorite alien pet, and think of what foods it would eat. 
Write them in the blanks below. 


My favorite alien pet is 


It likes to eat: 


Draw a picture of your pet eating its out-of-this world delicacies. 


Now think of games you would play with your pet and write them in 
the blanks below. Do Laptypes like frisbee? 


My alien pet and | play: 


Draw a picture of your pet playing the games you selected. 


This activity page may be reproduced for use in your classroom. Copyright © 1987 by Scholastic Inc. 
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The Haunted Channels: A Twistaplot ™ Adventure 8 
Your grandfather is trapped in a block of blue ice, and you're 
trapped inside your TV set. There are ghosts everywhere, 
and a monstrous fiend named U.H.F. is after you. Good luck! 


NewsPrint: A Desktop Publishing feature 11 
Write your own news stories, choose the perfect graphics, 

and lay them out in a newspaper. Then print your paper so 

that your friends can read all about it! 


Math Mall: A math feature 23 
You're a clerk in an alien shopping mall where the customers 

want pets with scales, feelez, suntops, and other strange 

features. Can you serve your customers quickly and accurately? 
You'll have fun trying! 


Monitor Mystery: A logic feature 27 


There's a new feature playing at the Bijou Theater, and it's not 
the latest comedy starring the Microzine Team! Someone or 
something is sending secret messages from the theater. Can > 
you put the spotlight on the spy? 


Computer Stuff 29 
Disk drives, data disks, printers, and sound. 


GETTING STARTED 


Read this handbook for clear instructions on how to use each 
Microzine feature. 


Equipment You Need 


1. Monitor or TV 
2. 64K Apple ® II Plus, /le, IIc, or IIGS 
3. Disk drive 


Apple ®isa registered trademark of Apple Computer, Inc. 


How To Load Microzine 


1. Open the disk drive door. 
2. Hold the disk with the label end facing you. 
3. Insert the disk slowly with the label facing up. 
4. Close the drive door. 

5. Turn on the computer and monitor (or TV). 


NOTE: Never remove or insert a disk while the disk drive's red 
light is on. 


lf Microzine does not appear on the screen: 


e Turn the computer off. Turn it back on, and try again. 
¢ Make sure the disk drive door is closed. 
¢ Check to see if the disk drive is hooked up correctly. 


Using the Microzine Hand 

You will use the Microzine Hand icon in most of the programs and 
features in this issue of Microzine. Use the arrow keys, or the |, J, K, 
and M keys to move the Hand. 


Use the Hand to point to what you want to do, and then press 
RETURN. There are three different ways to point to what you want 
to do: 


1. Make the Hand touch some part of the word that describes what 
you want to do. If you want to quit, make the Hand touch the word 
"QUIT," or the circle in front of "QUIT," and then press RETURN. 


HELP! 


To use this issue of Microzine, move the 
hand to point to what you Mant to do, 
and then press RETURE. 


Use the arrow keys to nove the hand. 
Try it now! Use the -> key to move the 


hand so that it is pointing to the word 
HEAT. Then press RETURN. 


qf] @HEXT @EXIT 


2. Make the Hand point to a box that contains a word that describes 
what you want to do, such as the boxes on the Table of Contents. 
The Hand may touch any part of the box. Make the Hand touch 
the box, and then press RETURN. 


iG CREDITS) OUITIHELP 
PROGRAHS| COMPUTER 
STUFF [LETTERS [leg a 


Point to nhat you want to do. 
Then press RETURN. 


Use arroxHs to move the hand. 


3. Main menus will use highlight bars. Make the Hand move a 
highlight bar over what you want to do, and then press RETURN. 


THTERACTIOHS HAIN HEU 


a= G6 PLAY INTERACTIONS 


@ SEE SAHPLE INTERACTIONS 
O SEE HIGH SCORES 


® THSTRUCTIONS 


USE HAHD TO CHOOSE, THEH PRESS RETURH. 


The Table of Contents 


The Table of Contents lists the Microzine features in a collection of 
boxes at the top of the screen. Each box is labeled. 


Use the Hand icon to point to the box that describes what you want 
to do. For example, to read the credits, use the Hand to point to the 
box labeled "Credits," and then press RETURN. 


A list of items "inside" that box will appear. Use the Hand again to 
point to what you want to do. For example, if you point to the box 
labeled "Programs" and press RETURN, a list of the programs in this 
issue of Microzine will appear. Use the Hand to point to the program 
you want to use, and then press RETURN. 


To choose another box from the Table of Contents, point to the word 
"Exit" at the bottom of the list, and press RETURN. Now you may 
choose another box from the Table of Contents. 


Programs 


Use the Hand to point to "Programs" on the Table of Contents, and 
then press RETURN to see a list of the programs in this issue of 
Microzine. 


Computer Stuff 


Use the Hand to point to "Computer Stuff" on the Table of Contents, 
and then press RETURN to See a list of the functions in "Computer 
Stuff." (See "Computer Stuff,” page 29.) 


Credits 


Use the Hand to point to "Credits" on the Table of Contents, and 
then press RETURN to see the credits for this issue of Microzine. 


Quit 
Use the Hand to point to "Quit" on the Table of Contents, and then 
press RETURN, to quit using Microzine. 


Help 
Use the Hand to point to "Help" on the Table of Contents, and then 


press RETURN, to learn how to use the Microzine hand. (Also, see 
"Using the Microzine Hand," page 4.) 


Letters 


Use the Hand to point to "Letters" on the Table of Contents, and 
then press RETURN to read letters from the Microzine Editor and 
Programmer, and from Microzine readers. 


Surprise 
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HAUNTED CHANNELS 


A Twistaplot™ Adventure 


The villainous U.H.F. (Ugly Horrible Fiend!) plans to hold the whole 
world prisoner in a rerun! Mankind is counting on you to pull the plug 
on this station stalker before he grabs all late night movie watchers 
into their TV sets forever! 


What You Will Find 

You will wander through the stations in the Haunted Channels 
searching for U.H.F. You'll meet many people who can help you on 
your search. Listen carefully to their advice. 


Moving Through the Haunted Channels 

In this Twistaplot, you can communicate with the computer by typing 
words (commands) on the white command bar at the bottom of the 
screen. When you see the command bar at the bottom of your 
screen, it means the computer is waiting for you to type ina 
command. 


You may command the computer to move through the Haunted 
Channels, talk to the people you meet, or to use objects you have 
been given. 


Talking to the Computer 
The computer will understand the following comands: 


e Type ? and then press RETURN, to read the instructions. 


* Type LOOK and then press RETURN, to read a description of 
the channel you are in. 


° Type TALK TO and the name of the person you want to speak 
with, and then press RETURN, to talk to the character. For 
example, in Channel 1 you would type TALK TO 
GRANDFATHER, and then press RETURN. 

° Type C for compass, and then press RETURN, to find which 
directions are available for each channel. 


To move between channels, use the following commands: 


NW for Northwest 
NE for Northeast 
SW for Southwest 
SE for Southeast 


To move within a channel, use the following commands: 


N for North 
S for South 
E for East 
W for West 
U for Up 


NOTE: If you travel within a channel, you must always return to the 
point you started from before you can move to another channel. For 
example, if you choose to go (North) in Channel 5, you must then 
move back (South) before you can leave the channel. 


There are many other commands you can use in this Twistaplot. 
Make sure you pay attention to what the characters ask for, and to the 
facts they tell you. 


If you type a command that the computer can't answer for that 

screen, you will see the message, "| DO NOT UNDERSTAND!" If this 
happens, make sure you spelled your command correctly, or try 
typing another command. 


Station Breaks 


Lurking between some of the channels is the Sultan of Station 
Breaks. He will ask you to choose between two commercials. Follow 
_ the Sultan's directions to choose a commercial. After hearing the 
commercial, the commercial product is yours to use on another 
channel. But if you run into Wee Paws, he will steal it from you! 


The Land of Reruns 


You may become trapped in the Land of Reruns. If you feel you are 
permanently lost, press ESC, and try this Twistaplot again. 


Correcting Mistakes 

If you make a mistake while typing a command, use the « (left arrow) 
key to backspace over your mistake. To replace a character, type 
over it. To delete a character, space over it. 


Helpint Hints 
¢ When you enter a channel for the first time, type the command 
LOOK. This will help you learn where you are and what you want to 
accomplish in this channel. 


¢ Make a map of the channels as you move through the TV. Write 
down the characters and the shows on each channel in case you 
need to return to them. 


¢ When one of the characters gives you information, write it down. 
You never know when that knowledge will be useful to you on 
another channel. 
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NEWSPRINT 


Microzine's Desktop Publishing Series 


What You Will Find 


In "NewsPrint" you will write, edit, and print your own newspaper. 
You may use the "NewsPrint" graphics with this feature or any other 
Microzine Desktop Publishing program. 


You may make extra copies of the "NewsPrint" disk as backup disks 
or to share with your friends. Use a DOS 3.3 copy program to make 
copies of this disk. 


Data Disk 


To save your articles, you will need a data disk initialized by the 
“Computer Stuff" feature in Microzine. Now is the time to initialize a 
data disk (see page 32). 


Moving the Hand 


See "Using the Microzine Hand," on page 4, to learn how to move 
the hand to choose functions on the Work Screen. 


"NewsPrint" Work Screen 
"NewsPrint" has seven functions, or things you may do. They are 


Make/Edit, Article/Picture, Printer, Printer Card, Print the Newspaper, 


Instructions, and Quit. The Article/Picture function has six options. 
They are Part, Column, Starting Line, Ending Line, Page Number, 
and Headline. 


| cd Reece | | 
RAKE /ED 
ARTICLE “PICTURE 


= iO 
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to move hand, then press 
RETURN” tc cneace 
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Make/Edit 


Choose this function to write or edit an article saved on a data disk. 


Write a New Article 

To write a new article, move the hand to Article/Picture on the Work 
screen. Press RETURN until the words "New File" appear. This 
means you are ready to start a new file (an article) that will be saved on 
your data disk. | 


Move the Hand to Make/Edit and press RETURN. 


The cursor will appear in the upper-left corner of a blank screen. You 
are now ready to write your article. 


Moving the Cursor 
Use these keys to move the cursor: 


Apple II Plus: Apple /le/lic/IIGSs: 
CTRL-T to move up t to move up 
CTRL-V to move down ¥ to move down 
CTRL-F to move left < to move left 
CTRL-G to move right > to move right 


To move to the beginning of the article, press CTRL-B. 
To move to the end of the article, press CTRL-E. 


To move the cursor forward five spaces, press the TAB key (on the 
Apple /le, llc and lIGS.) 


To insert text in a line, move the cursor to the character in front of 
where you want to insert text, and then type your text. 


Correcting Mistakes 
Use these keys to correct typing mistakes: 


Apple Il Plus: <— key 

Apple Ile/Ilc: CTRL-D, DELETE key 

Apple IIGS: CTRL-D, CTRL-X, the DELETE key, or the 
CLEAR key | 
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New Paragraph 
To start a new paragraph, or to add a line of space in your article, 
press RETURN. 


Each time you press RETURN, a small arrow will appear on the right 
side of the screen. The arrow means you are beginning a new line. 
This arrow will not appear when your article is printed. 


Article Length 

Each article may be approximately 768 lines long. When your article 
is full, the computer will say, "There is no more room for text in this 
article." You may delete text and then finish your article, or save your 
article as is and continue it in a new file. 


Saving an Article | 

Press ESC when you are ready to save your article. The Work 
screen will appear and the computer will ask, "Do you want to save 
this article’? (Y/N)" 


Press Y for yes, or N for no. If you press Y, the computer will ask you 
to type in the name of the article. The name may be up to eight 
characters long. Type in the name and then press RETURN. The 
computer will add the characters ".TXT" to your article name. This 
tells the computer, and you, that the article you just saved is a text 
file. 


The name of the article you saved will appear after Article/Picture on 
the Work screen with the characters ". TXT" after it. 


Edit an Article 


Move the Hand to Article/Picture, and press RETURN until the 
name of the article you want to edit appears. 


Move the Hand to Make/Edit, and then press RETURN. 


Edit the article the same way you did in "Write a New Article." (See 
"Write a New Article," page 12.) 


When you are done editing the article, press ESC. The program will 
ask if you want to save the article. 


Press Y for yes or N for no. 
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If you press Y, the original name of the article will appear. If you want 
to change the name of the article, use the — to erase the name 
and type in the new name. If you want to use the same name for the 
edited article, press RETURN. 


IMPORTANT: If you use the same name for the edited article, you will 
erase the original article from your data disk. 


lf you shorten an article that you have already laid out in your 
newspaper (see "Lay Out Your Newspaper," page 16), the 
shortened version of the article will appear when you print it. You 
might want to edit your layout before you print your newspaper, to fill 
up the empty lines your shortened article left (see "Editing Your 
Layout,” page 19). 


Article/Picture | 
Choose this function to choose the article or picture you want to 
work on. 


If you want to write a new article, put a data disk in the drive. Move the 
Hand to Article/Picture and press RETURN until the words "New 
File" appear. Move the Hand to Make/Edit and press RETURN. 


To edit an article, put the data disk that has the saved article on it in 
the drive. Move the Hand to Article/Picture and press RETURN 
until the article's name appears. Move the Hand to Make/Edit and 
press RETURN (see "Edit an Article," on page 13). 


To choose a picture, put the "NewsPrint" disk in the drive. Move the 
Hand to Article/Picture and press RETURN until the name of the 
picture you want appears. 


You cannot edit or change the pictures in any way. 


NOTE: You may use the graphics from any of the Microzine Desktop 
Publishing series of programs (Issues 22-26) with "NewsPrint." Put 
the disk that contains the graphics you want in the drive and press 
RETURN until the name of the picture you want appears. 


When you lay out the articles and pictures in your newspaper, you will 


use each of the following options: Part, Column, Starting Line, 
Ending Line, and Page Number. 
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Pictures 
Here are the graphics you may choose from on this "NewsPrint" disk: 


HOME. 


WISITORS 


GLOBE SCORES 


MASKS MATH SCALE CHEFHAT FOOD 


a 
= 


FEST 


di 


RIBBON ART BOARD STADIUM DANCE 


BOYWINS GIRLWINS COMPUTER CLOCK DATES 


SPEAKER ABC SPORTS SLEUTH PARADE 
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Lay Out Your Newspaper 
When you have written all of your articles, you are ready to lay out, or 
arrange, your newspaper. 


You may lay out up to 100 articles or pictures in your newspaper. 


At the bottom of the Work screen is a miniature picture of a page of 
your newspaper. 


As you lay out your articles and pictures, lines will appear on the 
miniature page to show the position of the articles and pictures on 
the page. 


The article you are currently laying out will appear as either orange, or 
patterned, lines. The article or pictures you have already laid out will 
appear as white lines. 


When you have laid out your entire newspaper, you are ready to print © 
it (see "Print the Newspaper,” page 22). 


You may lay out your newspaper in any order you choose, but you 
may find the order below to be a clear and simple way to lay out your 
newspaper. 


. Headline: Write the headline for your newspaper. 

. Article/Picture: Choose the article or picture you want to lay 
out first. 

. Page Number: Choose the page number where you want the 
article or picture to appear. 

. Part: Choose the part of the article or picture you want to lay out. 

- Column: Choose the column where you want the article or 
picture to appear. 

. Starting Line: Choose the line where you want the article or 
picture to start. 

. Ending Line: Choose the line where you want the article or 
picture to end. 


“i oO) ol & GO NO = 


IMPORTANT: You will not be able to save your laid-out newspaper. 
When you have finished laying out your newspaper, print it (see 
"Print the Newspaper," page 22). 
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Part 


Choose this option to select which part of the article or picture you 
want to lay out. 


A part is a "piece" of your article or picture. For example, you might 
want to have an article start on page 1 of your newspaper, and then 
continue on page 3. So you would lay out your article in two parts, or 
pieces, with the first part on page 1 and the second part on page 3. 


You must lay out the parts of an article or picture in order. For 
example, you must lay out Part 1 first, and then Part 2, and so on. 


You may have up to 255 parts of articles or pictures in your 
newspaper. You may have one article split into 255 parts, or you may 
share the 255 parts among the different articles and pictures in your 
newspaper. | 


Now choose the Column option to continue laying out your article or 
picture you are working on (see "Column," below). 


Column 


Choose this option to lay out an article or picture in the left column or 
right column of your newspaper. 


Move the Hand to "Column" and press RETURN. The word "LEFT" 
will change to "RIGHT." Press RETURN until the column you want 
appears. 


Now choose the Starting Line option to continue laying out your 
article or picture you are working on (See "Starting Line," below). 


Starting Line | 

Choose this option to choose the line where you want the article you 
are working on to start. 

The starting line may be from line 1 to line 64. 


NOTE: Your newspaper will have 66 lines per page, but the top and 
the bottom lines are always left blank. 


Move the Hand to "Starting Line" and press RETURN until the 
number of the starting line you want appears. 
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NOTE: If you have a headline on the page, you may not uSe lines 1-6 
as Starting lines. (See "Headline," page 19.) 


Now choose the Ending line option to continue laying out your article 
or picture you are working on. (See "Ending Line," below.) 


Ending Line 


Choose this option to choose the line where you want the part of 
your article or picture to end. 


The ending line may be from line 1 to line 64. 


NOTE: Your newspaper will have 66 lines per page, but the top and 
the bottom lines are always left blank. 


Move the Hand to "Ending Line" and press RETURN until the line 
where you want the part of your article or picture to end appears. 


The total number of lines in your article or picture will appear in the 
prompt line at the bottom of the screen. Each time you press 
RETURN, the number of the ending line will increase by one and 
the number of lines left in the article will go down by one. 


For example, you might have an article that is 10 lines long. Choose 
to have the article start on line 1. Then move the Hand to "Ending 
Line" and press RETURN. The words "No Line" will change to 
"Line 1," and the prompt will change from "There are 10 lines left," to 
"There are 9 lines left." 


As you press RETURN, each line of the article or picture you are 
laying out will appear in the miniature newspaper at the bottom of the 
screen. This will help you plan the layout of your newspaper (see 
"Lay Out Your Newspaper,” page 16). 


Page Number 


Choose this option to choose the page where you want the part of 
your article or picture to appear. 


Move the Hand to "Page Number" and then press RETURN until 
the page number you want appears. 


Your newspaper may be up to 20 pages long. 
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Headline 
Choose this option to write the headline for your newspaper. 


Move the Hand to "Headline," and then press RETURN. Type in 
the headline and then press RETURN. The words "Not Written" will 
change to "Written" and a white bar will appear on the miniature 
newspaper at the bottom of the screen. 


The headline may be up to 20 characters long. 


The headline must be on the top six lines of the newspaper page. If 
you have already laid out an article or picture on any of the top six 
lines of the page, move the Hand to "Starting Line," and press 
RETURN until the article has been moved down to at least the 
seventh line on the page. (See "Editing Your Layout,” below.) 


If you want to change the headline, move the Hand to "Headline" and 
press RETURN. The headline will appear in the Prompt line at the 
bottom of the screen. Use the « to erase the headline. Type inthe 
new headline, and then press RETURN. 


NOTE: When your newspaper is printed, the characters in the 
headline will be four times larger than the text in your articles. We 
suggest that you use the Headline option to only create headlines 
for your newspaper. To create a headline for each article, start off 
each article by typing the headline in capital letters. 


Editing Your Layout 
Here are a few hints to help you edit (change) your layout. 


To move a part of an article or picture to another position on the same 
page: 


1. Move the Hand to "Article/Picture," and press RETURN until the 
name of the article or picture you want to move appears. 

2. Move the Hand to "Column," and press RETURN to change the 
column. 

3. Move the Hand to "Starting Line," and press RETURN until the 
article is in the new position. 
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To move a part of an article or picture to another page: 


1. Move the Hand to "Article/Picture," and press RETURN until the 
name of the article or picture you want to move appears. 

2. Move the Hand to "Page Number," and press RETURN to 
change the page number where the article or picture will appear. 


To delete a part of an article or picture: 


1. Move the Hand to "Article/Picture," and press RETURN until the 
name of the article or picture you want to delete appears. 
2. Move the Hand to "Page Number,” and press RETURN until the 
correct page number appears. 
3. Move the Hand to "Ending Line," and press RETURN until the 
words "No Lines” appears after "Ending Line." Press RETURN 
once more and the article or picture will be deleted. 


Printer 


Choose this function to tell "NewsPrint" what kind of printer you 


have. 


"NewsPrint" is compatible with all of the following printers. 


ANADEX DP-9000 
ANADEX DP-9500 
ANADEX DP-9001 
ANADEX DP-9501 
APPLE DOT MATRIX (DMP) 
APPLE IMAGEWRITER 
APPLE IMAGEWRITER II 
APPLE SCRIBE 

BLUE CHIP M120/10 
BROTHER M-1009 

C. ITOH PROWRITER 
C. ITOH PROWRITER II 
C. ITOH 7500 

C. ITOH 8510 
CENTRONICS 739 
DATASOUTH 180 
EPSON AP-80 
EPSON FX-80 

EPSON FX-85 

EPSON JX-80 

EPSON LQ-800 
EPSON LQ-1000 


EPSON LQ-1500 

EPSON LQ-80 

EPSON MX-80 WITH GRAFTRAX 
EPSON MX-100 

EPSON RX-80 

GORILLA BANANA 

HP THINKJET 

IDS MICROPRISM 

IDS PAPER TIGER 440 

IDS PAPER TIGER 445 

IDS PAPER TIGER 460 

IDS PAPER TIGER 560 

IDS PRISM 80 

IDS PRISM 132 

LEGEND 1385 

MALIBU 200 
MANNESMANN TALLY 160 
MANNESMANN TALLY 180 


MANNESMANN TALLY SPIRIT-80 


NEC PC-8023 
NEC PC-8025 
OKIDATA MICROLINE 82A 


OKIDATA MICROLINE 83A 
OKIDATA MICROLINE 84 
OKIDATA MICROLINE 92 
OKIDATA MICROLINE 93 
OKIDATA MICROLINE 192 
OKIDATA MICROLINE 193 
PANASONIC. KX-P 1090 
PANASONIC KX-P 1091 
PANASONIC KX-P 1092 
SEIKOSHA 

SMITH CORONA D100 
SMITH CORONA D200 
SMITH CORONA D300 
STAR DELTA 10 

STAR DELTA 15 

STAR GEMINI 10 

STAR GEMINI 15 

STAR RADIX 10 

STAR RADIX 15 
RANSTAR 315T 

TRS-80 DMP-105 

TRS-80 DMP-400 


Move the Hand to "Printer," and press RETURN until the name of 
the printer you have appears. 
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NOTE: Some of the printer names appear in abbreviated form on the 
screen. They are APPLE DOT MATRIX DMP (Apple Dot Matrix 
(DMP)), EPSON MX-80 GRAFTRAX (Epson Mx-80 WITH 
GRAFTRAX), MAN. TALLY SPIRIT-80 (Mannesmann Tally Spirit-80), 
OKIDATA MICROLINE82A (Okidata Microline 82A), OKIDATA 
MICROLINE83A (Okidata Microline 83A), OKIDATA MICROLINE 192 
(Okidata Microline 192), and OKIDATA MICROLINE193 (Okidata 
Microline 193). 


Printer Card 


Choose this function to tell "NewsPrint" what kind of printer card you 
have. 


"NewsPrint" is compatible with all of the following printer cards: 


APPLE IIC SERIAL PORT FRANKLIN DUAL PORT PRETTY PRINT 
APPLE III SERIAL PORT GRAFSTAR PRINTER PRO 
APPLE CENTRONICS PARALLEL GRAPHICARD PRINTERFACE 
APPLE COMMUNICATIONS GRAPPLER PRINTERMATE 
APPLE FIRMWARE GRAPPLER+ PRINTMAX 
APPLE PARALLEL GRAPPLER SERIAL QUADRANM-APIC 
APPLE SERIAL K-T PARALLEL SPIES NICEPRINT SUPER-MX 
APPLE SUPER SERIAL MBI VIP SSM-AIO-I] PARALLEL 
APRICORN PARALLEL MICROBUFFER II SSM-AIO-II SERIAL 
APRICORN SERIAL MICROSYSTEMS MSE 1022 PARALLEL SSM-APIO 
CCS 7710A SERIAL MICROTEK RV-611C SSM-APPIC 
CCS 7720 PARALLEL MICROTEK SV-622C SSM-ASIO 
CCS 7728 PARALLEL MOUNTAIN PARALLEL TEXPRINT PRINT-ITI 
DISPATCHER MOUNTAIN SERIAL TRANSTAR PICS 
DUAL-COMM PLUS MPC AP-80 TYMAC 
DUMPLING 64 MPC AP-GRAPH VERSACARD PARALLEL 
DUMPLING GX MPC AP-S10 VERSACARD SERIAL 
EPSON APL MPC GRAPHWRITER VIDEX PSIO PARALLEL 
FINGERPRINT OMNIGRAPH VIDEX PSIO SERIAL 
FINGERPRINT+ PARALLEL ORANGE VIDEX UNIPRINT 
FINGERPRINT+ SERIAL PKASO WIZARD IPI 

PKASO/U WIZARD-BPO 


Move the Hand to "Printer Card," and press RETURN until the name 
of the printer card you have appears. 


NOTE: Some of the printer names appear in abbreviated form on the 
screen. They are AP. CENTRONICS PARA. (Apple Centronics 
Par'lel), MIC.SYS MSE1022 PARA (Microsystems MSE 1022 Par'lel), 
and SPIES NICE. SUPER-MxX (Spies Niceprint Super-MX). 
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Print the Newspaper 
Choose this function to print your newspaper. 


NOTE: You must choose Printer and Printer Card before you 
choose Print the Newspaper to tell "NewsPrint" what kind of printer 
and printer card you have. The "Line Feed" option in "Computer 
Stuff" may affect how your newspaper prints (see "Line Feed," 
page 31). 


Make sure your printer is turned on and the paper is aligned. 


Move the Hand to "Print the Newspaper" and press RETURN. The 
words "Not Printing” will change to "Printing" and your newspaper will 
print. You may print as many copies of your newspaper as you wish. 


IMPORTANT: You will not be able to save your laid-out newspaper. 
When you have finished laying out your newspaper, you should print 
it. If you quit the program before you print your newspaper, you will 
lose your layout. 


Instructions 
Choose this function to learn more about "NewsPrint." 


Quit 

Choose this function to quit "NewsPrint." 

The computer will ask, "Are you sure you want to quit? (Y/N)" 

Press Y for yes or N for no. 

If you press Y, the computer will tell you to take the "NewsPrint" disk 
out of the drive, and put in Side 1 of the Microzine disk. Put the 


Microzine disk in the drive and then press RETURN. The Microzine 
Table of Contents will appear. 
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MATH MALL 


What You Will Find 

Our alien Math Mall has ten pet shops which house weird pets. They 
all have some very unusual body parts (like griptoes and feelez). 
You'll have to help the aliens determine how many of each pet to buy 
so that they end up with the right number of body parts. 


How the Game Works 

You are in charge of all the shops in the Math Mall. Since you are the 
only salesperson, you have to serve as many aliens as you can in 
each shop. 


The Math Mall has three floors. Each shop sells only one kind of pet. 
You will be selling the following pets: 


Pet The Pet's Body Parts 
Searuses flippers and tusks 
Junglers neckups and legs 
Laptypes ears and tails 
Woofers wigglers and spines 
Kolaroos claws and pockets 
Treebies griptoes and spots 
Burrds crests and wings 
Buh-ughs feelez and pincers 
Feesh fins and tailbits 
Reptiils scales and sunups 


Aliens Served 
At the top-left corner of the screen you will see how many aliens you 
have served in the Math Mall. 


Aliens Lost 


At the top-right corner of the screen you will see how many aliens 
have left the mall since the game began. 
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Moving in the Math Mall 
Use the following keys to move around the Math Mall: 


Apple Il Plus: Apple /le/lic/IIGS: 
| to move up T to move up 

M to move down + to move down 
K to move right — to move right 
J to move left + to move left 


To enter a shop, walk to the shop door and then press the SPACE 
BAR. 


You will see three pets in each shop. For example, enter the 
Buh-ughs shop. 


Ai dh ole: $ 
Te wu Type in number of 
Name of So ob T) eG each pet you need 
body part Number of body 


; parts each pet has 
Alien Wants 
box Total number of 


parts selected 


Ee The first finicky alien is waiting 
: for your help. 


' 
SPACE BAR serves alien, ESC leaves. 


All the Buh-ughs are different and have different numbers of feelez, 
the body part the alien customer wants. You'll have to make sure that 
the alien gets the exact number of body parts it requests. 


When you enter a shop for the first time, you have two options. You 
can press S to start working or you can press I to read instructions. 
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S to Start Working 

Press S to start working, and then press RETURN. Fill each 
customer's order as quickly as you can. See "I! to Read Instructions" 
below to learn how to fill your customers’ orders. 


I to Read Instructions 
Press I to read the instructions, and then press RETURN. 


Look at the Alien Wants box to find out the number of body parts the 
alien wants his pets to have. 


The name of the body part and the number of the body part that each 
pet has is under the shelf that the pets sit on. In the Buh-ugh shop, 
you see the name feelez and that one pet has 5 feelez, one has 3, 
and the third has 2. 


There are boxes filled with question marks in front of each pet. To 

move from the box in front of one pet to the box in front of another, 
use the «— — keys. Type in the total number of each pet you will 

need to fill the order in these boxes, and then press RETURN. 


When you press RETURN the total number of pets you've selected 
will appear in the box labeled "YOU HAVE." 


When you are sure that you have chosen the correct number of each 
pet, and filled the alien's order correctly, press the SPACE BAR to 
give the alien his new pets. 


lf you do not complete the order correctly, you will see the message, 
"You aren't filling the order correctly. Check the numbers again." 
Review your choices again. 


When you do complete the order correctly, you will see a message 
congratulating you. The next alien's order will appear in the Alien 
Wants box. 


When you have filled the order of the last alien waiting on line, you 
will see a message telling you to go to another shop. The Math Mall 
will automatically appear on the screen again, and you will be in front 
of the shop you just finished working in. 
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The aliens become more demanding as you serve them. After you 
help five aliens in line, the remaining aliens will ask for pets with two 
kinds of body parts. 


GH) 2 a: 


lf 
r Pe ai acy ade lines 
i PeinNinte all NG a Ie 


_PINCHS 


We Zip. “Zie. “Zahoot! (Great goins, put 
= here comes the next ali 


= Mow you have tHo kinds of body parts 
3: to Mork H1th. 


SPACE BAR serves alien, ESC Taaves: 


In the Buh-ugh shop, for example, you now have to fill orders for pets 
with a certain amount of feelez and pincers. 


Warning Messages 


As you are working, aliens will be entering and leaving the mall. 

When this happens, warning messages will flash on the screen and 
interrupt your sale. For example, when there are eight aliens in line at 
the Burrd shop, you will see the message, "8 aliens are getting antsy 
in Burt's Burrds." 


You can either go to the shop the warning message tells you about, 
or continue working where you are. 


Ending the Game 

Aliens will leave the mall when the shop they are waiting in becomes 
overcrowded. When the tenth customer enters a shop, all the aliens 
on line will leave. 


No matter how fast you work some shops will eventually become 
overcrowded and you will lose aliens. But don't worry. New aliens will 
enter the mall. With so many aliens to serve there is always someone 
else who needs your help. 


The game is over when 50 aliens leave the math mall. 
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MONITOR MYSTERY 
"Flimflam at the Flicks" 


What You'll Find 


You will read a story, look at a picture, and then answer questions to 
- Solve "Flimflam at the Flicks." 


"MONITOR MYSTERY" MAIN MENU 


"Monitor Mystery" has two functions, or things you may do. They are 
Instructions and Flimflam at the Flicks. 


Instructions 
Choose this function to learn how to solve "Flimflam at the Flicks." 


"Flimflam at the Flicks" 


"Flimflam at the Flicks" is divided into three parts: the story, the 
picture, and the questions. 


The Story 
Read the Story to learn the facts you will need to solve the mystery. 


Press P to see the picture. Press Q to answer the questions. 


The Picture 
Study the Picture and search for clues. 


Press S to read the Story. Press Q to answer the questions. 


C for Clues 


Press C to search for clues in the picture. A magnifying glass will 
appear. Move the magnifying glass over each object in the picture, 
and then press RETURN. 


Clues will appear at the bottom of the screen. 


Use these keys to move the magnifying glass. 


Apple Il Plus: Apple /le/IIc/IIGS: 

| to move up lor 71 to move up 

J to move left Jor « to move left 

K to move right Kor — to move right 
M to move down Mor | to move down 


The Questions 


Answer the questions to solve "Flimflam at the Flicks." Your Sherlock 
221B computer will tell you if your deductions are correct. 


lf one or more of your deductions is wrong, your Sherlock 221B 
computer will ask you to type in the number of the answer you want 
to change. 


When all of your answers are correct, your Sherlock 221B computer 
will ask you one final question. 


Final Question 


Answer the final question to solve the mystery. If your answer is 
wrong, your Sherlock 221B computer will ask you if you want to try 
the final question again. Press Y for yes, or N for no. 


When you answer the final question correctly, your Sherlock 221B 
computer will ask if you want to compare your deductions with it. 
Press Y for yes, or N for no. 


You will then read the final story screens. 
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COMPUTER STUFF 


Moving the Hand 
See "Using the Microzine Hand," page 4, to learn how to move the 
Hand to choose functions and options. 


Use the Hand to choose "Computer Stuff" from the Microzine Table 
of Contents, and then press RETURN. The list of the "Computer 
Stuff" functions will appear. 


What You Will Find 
"Computer Stuff" has three functions, or things you may do. They 
are Options, Initialize Disk, and Exit. 


Options 
Use the hand to choose Options, and then press RETURN. The 
Options screen will appear. 


Use the Hand to choose the correct options for your computer 
setup. 


Disk Drives 

Microzine assumes you have one disk drive. If you have two disk 
drives, use the Hand to point to "Disk Drives", and then press 
RETURN. The "1" will change to a "2." 


The advantage of having two drives is that when you need to use a 
data disk you will be able to put it in the second drive. You will not 
have to take the Microzine disk out of its drive. 


You don't have to change the number of drives each time you use 
Microzine—it remembers. 


Printer 

Microzine assumes that you do not have a printer. If you do have a 
printer, then use the Hand to point to "Printer," and then press 
RETURN. The "NO" will change to "YES." 


You don't have to tell Microzine that you have a printer each time you 
use Microzine—it remembers. 


NOTE: To print your "NewsPrint" newspapers, use your NewsPrint 
Desktop Publishing disk. That disk offers a wider variety of printers 
and printer cards (see "Print the Newspaper," page 22). 


Printer Setup 

If you have a printer, then Microzine assumes that you also have a 
standard parallel interface card. If you have a different interface card, 
then use the Hand to point to "Printer Setup," and then press 
RETURN. 


Each time you press RETURN, a different interface card will appear. 
Press RETURN until the interface card that is in your computer 
appears. 


The interface cards are: 


Standard parallel interface card: This card is usually used with 
printers like the Epson printer. 


Serial card: This card is usually used with the Imagewriter or Scribe 
printer. (If you have an Apple llc, choose the Serial Card option. In 
the IIc, the printer card is built-in.) 


Pkaso ™ card: Choose this if you have a Pkaso card in your 
computer. 


Grappler + ™: Choose this if you have a Grappler+ card in your 
computer. 


Silentype card ™: Choose this if you have a Silentype card in your 
computer. (Silentype cards are usually used with a Silentype printer.) 


If you do not know what interface card you have, ask someone who 
does know, or do not choose the Printer Setup option. Microzine will 
then assume that your computer has a standard parallel interface 
Card. 


You don't have to change the printer setup each time you use 
Microzine—it remembers. 
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Printer Slot 


Your printer must be connected to Slot 1 to print material from this 
issue of Microzine. 


Sound 

Microzine assumes that you want to hear the sound effects in each 
program. If you do not want to hear the sound effects, use the Hand 
to point to "Sound," and then press RETURN. The "YES" will 
change to "NO." You don't have to turn the sound effects off each 
time you use Microzine — it remembers. 


Line Feed 

Microzine assumes that you do not want the Line Feed option turned 
on. If you do want this option turned on, use the Hand to point to 
"Line Feed," and then press RETURN. The "NO" will change to 
"YES" 


“Line Feed" moves the paper through your printer one line at a time. 
some hardware (printers, or printer cards, for example) automatically 
moves the paper through the printer one line at a time, so you will 
want the Line Feed option turned off ("NO"). 


Some hardware does not automatically move the paper through the 
printer one line at a time, so you will want the Line Feed option 
turned on ("YES"). 


To test whether you need the Line Feed option turned on or off, 
print a graphic or text. If the graphic or text appears as one solid black 
line, you need to have the the Line Feed option turned on ("YES"). 


lf the graphic or text appears with white line spaces between lines of 
the graphic or text, you need to turn the the Line Feed option off 
("NO"). 


You don't have to turn the the Line Feed option on or off each time 
you use Microzine—it remembers. 

Exit 

Use the Hand to point to "EXIT," and then press RETURN to go 
back to the list of "Computer Stuff" functions. 
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Initialize Disk 
A data disk is a blank disk (or one that you don't mind erasing) that 
has been initialized by Microzine. 


Initializing a disk gets it ready to‘save your data for Microzine. The 
computer sets up a filing system by dividing the disk into sections 
called tracks and sectors. Each brand of computer uses its own filing 
system. For instance, a disk initialized by your Apple may only be 
used on Apple computers. 


To initialize a data disk, use the Hand to choose "Initialize Disk" and 
then press RETURN. 


The program will tell you that you need a blank disk, or one you don't 
mind erasing. The Hand will be pointing to "NEXT." Press 
RETURN. 


The program will tell you to put the disk into Drive 1. The program will 
tell you that the disk will be erased. It will ask, "Do you want to go 
ahead?" Use the Hand to point to "YES" or "NO," and then press 
RETURN. 


The program will initialize the disk. Then the "Computer Stuff" list of 
functions will appear. 


You now have a data disk. You may use it for "NewsPrint,” or for any 
other Microzine feature that requires a data disk. 


Exit 
Choose this function to clear the "Computer Stuff" list of functions 
from the Microzine Table of Contents. 


Microzine Bulletin 


You may use "NewsPrint" by choosing it from the Microzine Table of 
Contents, or you may use "NewsPrint" by booting the "NewsPrint" 
disk separately. 


Options 
“NewsPrint” needs to know the following information: 


¢ How many disk drives do you have? 

« Do you want the sound turned on or off? 

¢ Do you have a printer? 

¢ To which slot is your printer connected? 

¢ Do you want extra line feeds when printing your newspaper? 


if you use "NewsPrint" by choosing it from the Microzine Table of 
Contents, you must use the "Computer Stuff" feature to tell the 
computer this information. See the "Computer Stuff" section in your 
handbook. If you boot the "NewsPrint" disk separately, "NewsPrint" 
will ask you these questions. When you have answered all of the 
questions, the "NewsPrint" Work Screen will appear. 


Messages 


There are two messages you may receive when you write an article. If 
your article uses the maximum number of text space available (letters, 
numbers, punctuation, and spaces), the program will say, "There is 
no more room for text in this article.” If your article uses the maximum 
number of lines availabe, the program will say, "There is no more 
room for new lines in this article." Save your article as is and continue 
it in another file, or delete some text or lines to end your article. 


NOTE: When the program says, "There is no more room for new 
lines in this article,” the cursor will automatically move to the first 
character in your article. You may not use CTRL-E to move back to 
the end of your article. Use the down arrow key (or CTRL-V onan 
Apple |l+) to move the cursor to the end of your article. 


Using "NewsPrint" on the Apple I+ 

You may only use capital letters when writing articles on an Apple II+. 
lf you write an article on an Apple /le, llc, or IGS using both upper and 
lower-case letters, save it on a data disk and then display that article 
on an Apple Il+, the lower-case letters will not be legible. 
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